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eal Yourself a Winning Hand 


♦ SUPER 

S@LITAIRE 


Super Solitairc^^* puts 12 exciting versions of solitaire at your 
fingertips. It's a solitaire bonanza with challenging games like 
Klondike, P^>Tamid, Aces Up, Scorpion, Golf. . . even Poker. 
And, if you missed a critical move and need a helping hand — 
press a button and the computer will give you a hint. Then, 
when you think you Ve good enough, switch to Championship or 
Tournament Mode and play against the clock. 

Win or looe, it\i in the carch* So deal yourself in! 


S tarting the Game 


♦ 


Turn oiVyour Super Nintendo Entertainment S\'stem 
by sliding the POW'ER bar away from the Game Pak 
slot. Plug a game controller into your system. 

Insert the Sitp^r SolilttitY Game Pak. Ial>el lacing Iront, 
in the system slot. 

Turn on the system by sliding the POW'ER bar 
toward the Game Pak slot. 

When the 'fitle screen appears, press the STAR!' 
Button to begin play. 















































ame Control Summary 


Mouse 


Right Button 


Ixjft Button 


All the features that the Controller can do arc av'ailable in the 
game menus. 

TO PICK UF/PLT DOWTV A CARD: 

Position the cursor over the card and press the L Mouse Dutton. 
To put the card back down, move the cursor to the new location, 
and press the L Mouse Dutton again. 

TO DESELECT A CARD THAT YOU'RE HOLDII^G: 
Press the R Mouse Dutton, and the cursor will return to the 
Stock Pile. 

TO SELECT ITEMS FROM THE MENU: 

U.HC the L Mouse Dutton. 


TO CLEAR THE TOURNAMENT T.IST: 
Press the R Mouse Dutton in Championship 
Tournament to start again. 


Mouse Shortcuts 


♦ 


TO MO\Ti A CARD TO THE FOUNDATION PILE OR 
REMOVE A CARD FROM THE TABLEAU: 

Position the cursor over the card and double-click the 
L Mouse Button. 





I 

I 

I 


To make a selection on the .Main Game A\enu. 
p<i.sition the cursor over the icon of choice and press 
the B Button. 


I 
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The rollowing is the list of options to choose from: 



h GAME SELECTIONS 

Here you can choose to play from 12 different solitaire games. 

2: FLAY OPTIONS 

1 lere you can play in five different language translations, adjust the 
cursor speed, and set the l)ackground music on stereo or mono. 

3: PASSW ORD ENTRY 

Here you can enter your password to replay a hand you were previ 
ously dealt. 



To make a selection under Play Options, move the cui-sor over the 
option you want to set and press the B Button, Press OK to 
return to Title screen with the current settings. 

There are several game options you can set at the start ol the game: 


Language 

Piv'e language translations are available: 




■ M 

Spanish 



German 





































H you come across a 
game that you find 
dirticult to complete, 
you can get the code 
for the game and load it 
up later. During a 
game, you can get the 
co<le by selecting 
CODE from the Game 
menu. The cards are 
redealt and play begins 
from the start. 


To enter a code, position the cursor over a card and press the B 
Button. 1*0 change a card, press the Y Button to backspace. 

After all the spaces in the code are lilled correctly, the game will 
be loaded up automatically. If you entered the wrong code, an 
error message will come up and return you to the fitle screen. If 
voii want to return to the Title screen, select the X Card with your 
cursor and p)ress the B Button. 





























'fo select a game, position the cursor over the icon of the game 
you want to play. Press the B Button to highlight that game. 
Then position the cursor over the OK icon on the bottom of the 
screen and press the B Button again. Alternatively, you 
can fxjsilion the cursor over the icon and ’^double-click*' the B 
Button. 

To return to the Title screen, [msition the cursor over the EXIT 
icon on the screen and press the B Button. 

To start a Tournament game, position the cursor over the 
TOURNAAIENT icon (the trophy) and press the R Button. The 
Tournament Selection screen will then come up. 





























To use the menus in the game, move the cursor over the word 
aWKNU on the screen and press the B Button. Alternativcly» 
press the A Button and the menu will pop up automatically, no 
matter where the cursor is on the screen. 


Move the Control Pad UP and DOWN to move through the 
menu, anil press the B Button to select an item, lo deselect an 
item, press the Y Button, or |K)sition the cursor outside the menu 
and press B Button. 


Game 

REDEAI. — Starts a new game with new cards. 

STAJRT 0\T.R — Starts the same game again. 

UNDO — 'l akes back the last move, 

ABANDON — Quits the game and returns to the Title'^eeii. 

CC^DE — Provides the code lor the current game- 

NEW GAME - Retu rnsyou to the (}ame Selection screen 

NEXT GAME — ri ournament Only) — Starts next game in 
rournamcni. 


Help 

HINT — Displays the available moves. The HINT option does 
not display moves where multiple cards can he moved to the same 
place — For instance, when all available cards can be moved to a 
blank column. .\lso, the HINT option will suggest a move but this 
may or may not l>c the “best” move. 

OBJECT — States the object of the game. 

MO\'ES — Describes how cards are moved in the game. 

TERMS — Explains the terms used in the game. 


Options 

CARD BACKS —Changes the card backs used in the game. 

AUTO MO\"E —Sets whether cards are moved automatically 
into position or moved manually by the player. 

BACKGROUND .MUSIC — Lets you select from a variety of 
music tracks. Turns the music on and oil. 

SOUND EFFECTS — Sets the sry’le of sound effects used in the 
game; they can also be turned oil. 
















Variations 

(Not available in all games) 


♦ 


DRAW — Sets the number of times the Slock Pile can be 
turned over. 

FLIP — Sets the number of cards turned over from the Stock Pile. 

DEAD KING — Used in Golf only — sets w^hether cards can be 
played on the King. 




ame Rules, Variations 

and Scoring 



Terms 


Tableau 

The area where cards are moved and repositioned during a game. 

Foundation Piles 

The piles where the cards are placed by suit and usually in 
ascending order. 

Stock Pile 

The pile of cards which is leftover after the Tableau has been dealt. 
These cards are turned over either I or 3 at a lime. 

Discard Pile 

*rhe cards that are turned over from the Stock Pile are placed in 
this pile, 'fhe top card of the pile is available to play. 

Resei*\'e 

A group of carcis which \s set aside from the fableau and Slock 
Pile. These can usually be used at anytime during the game. 

\\ aste Pile 

The cards which are removed from the Tableau and are not u.scd 
again in play are placed in this pile. 
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A\anv of the games listed below have game play variations avail¬ 
able. If you want to change the way the game plays, you must do 
so at the start of a game. You cannot select or change a game vari¬ 
ation in the middle of a game. 


If you find a game difiicult to play, dont forget that you can get 
hints and instructions from the Help menu in the game. 



Klondike 

The object of the game is to build up 4 Foundation 
Piles by suit from Acc to King in ascending order. 


Cards in the Tableau arc packed in descending order and alternat¬ 
ing color. Cards can be moved individually or as complete 
sequences. When the top card of a column is removed, the card 
beneath it is turned ov^r. An empty column can only l>e filled with 
a King or a series of cards starting with a King. Aces are placed in 
the Foundation Piles as soon as they appear. ^ 


Cards from the Stock Pile are Hipped over and can be played either 
on the Tableau or the Foundation Piles. The top cards of the 
Foundation Piles can l>e moved back to the Tableau at any time. 
Play continues until all the cards are moved to the Foundation 
Piles, or until no more cards In the Tableau can be moved. 



Variations 

FLIP 

This sets the number of canls you turn over from the Stock Pile. 


DRAW' 

This sets the number of times you can go through the Stock Pile. 
SCORING 

At the start of each game. 52 points ai^e deducted from your score. 
You earn 5 points for each card you pul up to the Foundation 
Piles. Ifyou move a card from a Foundation Pile to the Tableau, 

5 points arc deducted from your score. 


Free Cell 

The object of the game is to build up 4 Foundation 
Piles by suit from Acc to King in ascending order. 


Cards in the Tableau are packed in descending order and alternat¬ 
ing color. Cards can lye moved to any one of the 4 Free Cells on 
the lop-left of the screen where they can be held until 
they're needed later in the game. 


Cards in a series are moved individually rather than as a block. 
Therefore, to move a scries of cards, there must be 
enough empn' cells or columns to move the cards one 


at a time. 





















An empty column can be filled with any card or a series of cards. 
Aces are placed in the Foundation l^iles as soon as they appear. 
Once a card is moved to a F'oundation Pile, it cannot be used again 
in the Tableau. 

Play continues until all the cards are moved to the Foundation 
Piles or until no more cards can be moved in the Tableau. 

SCORING 

At the start of each game, 52 points are deducted from your score. 
You earn 5 points for each card you pul in the Foundation Piles. 


Golf 

The object of the game is to move all the cards from 
the Tableau to the Discard Pile. 


Cards are moved from the Tableau onto the Discard Pil^'^ther in 
descending or ascending order regardless of suit. The exceptions 
are: no caixl can be played on a King, and only a 2 may be placed 
on an Ace (this rule can be changed in the V'arlations menu). 


When no cards can be played from the Tableau, the next card is 
turned over in the Stock Pile. Play continues until all the cards in 
the Tableau are moved to the Discard Pile or when all 
the cards in the Stock Pile have been turned over. 




Variations 

DEAD KING 

This option sets whether or not cards can be played on Kings. In 
the standard rules, no card can be played on Kings. When you 
turn this option “off', cards can then be played on Kings. 

SCORING 

At the start of each game, 41 points are deducted fmin your score. 
You earn 6 points for each card you remove from the fableau. 



Cruel 

The object of the game is to build up 4 Foundation 
Piles by suit from Ace to King in ascending order. 


Cards are moved up from the card piles in the Tableau to the 
Foundation Piles b^^ suit and in ascending order. Once a card is 
placed on a Foundation Pile, it cannot be moved again. 


Cards can be moved within the Tableau by placing them on other 
cards of the same suit in descending or<ler. As a card is moved 
from a pile, the caixl beneath it is revealed. 



















when no more cards can be moved in the Tableau, press the Deal 
button in the upper right and the cards are redealt in piles ol 4 
cards. Card sequences are kept together when the cards are 
redealt. 

Play continues until all the cards are moved to the Foundation Piles 
or until no more cards can be moved in the Tableau. 

SCORING 

At the start ol each game, 52 points are deducted from your score. 
You earn 5 points for each card you put up to the Foundation Piles. 


Pyramid 

The object of the game is to clear all the cards in the 
Tableau by matching up pairs of cards which add up 
to 13. Card combinations are as follows: 


Ace+Queen 

7+6 

2+*Jack 

8+5 


9^4 

4^9 

10+3 

5^8 

Jack+2 

6+7 

Queen+Ace 


King = 13 





Pairs of cards are matched by selecting the 1st card and then 
selecting a 2nd card. Both cards are then placed in the Waste Pile. 
Aces are valued at 1 point. Jacks at 11 points, Queens at 12 points, 
and Kings at 15 points. Kings are removed individually. 

When cards cannot be matched in the Tableau, cards from the Stock 
Pile are turned over and used to match pairs of cards. If a card is 
turned over from the Stock Pile and can be paired with the card in 
the Discard Pile, both cards are placed in the Waste Pile. 

Play continues until all the cards in the Tableau are cleared or until 
all the cards in the Slock Pile have l>een turned over. 

Variations 

FLIP 

This sets the number of cards you turn over from the Stock Pile. 
DR.\\N 

'Phis sets the number of limes you can go through the Stock Pile. 
SCORING 

At the start of each game, 52 points are deducted from your score. 
You earn 5 points for each card placed in the Waste Pile. 



















Stonewall 

The object of the game is to build up 4 Foundation 
Piles by suit from Ace to King in ascending order. 


Cards in the Tableau are packed in descending order and 
alternating color. When a face down card is exposed, it is turned 
over. Cai'ils can be inov'ed individually or as complete sequences. 
An empty column can be filled with any card or sec|uence of cards. 


Cards in the Reserve can l)c played at anytime on the Foundation 
Pilc.H or the Tableau. Cards in the Foundation Piles cannot be 
moved. 


Play continues until all the cards have been placed in the 
Foundation Piles or until no more cards can lx* moved in the 
Tableau. 


SCORING 

At the start of each game. 52 points are deducted from youf^core. 
You earn 6 points for each card you put up to the Foundation Piles. 
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Dozen’t Matter 

The object of the game is to build up each of the 12 
Base Piles to the number of its corresponding 
position in the row. ICxample: build the 4 of clubs 
up to the 7 of clubs if it's in the 7th position. 


Cards are moved from the Tableau to the Base Piles by suit and 
in ascending order. Once the clock position number is reached, 
the Base Pile is turned over. 


Cards in the Tableau can be moved in descending order 
regartlle.ss of suit. Cards can only be moved one at a lime. 

Play continues until all the cards have been placed in ilie Base 
Piles or until no more cards can be moved in the Tal>leau. 


.SCORING 

At the start of each game, 40 points are deducted from your score. 
You earn 5 fKunts for each card you place on the Base Piles. 
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Aces Up 

The object of the game is to deal 4 cards at a time 
from the Stock Pile, eliminating cards of lower rank 
so that the player ends up with all 4 Aces alone. 


Four cards are dealt in a row at the start. Cards ol the same suit 
but lower rank than other exj>osed cards are removed to the W'aste 
Pile. Four cards are tleall again and as many cards as possible are 
removed. 


Blank columns arc blled with any card Irom the Tableau to allow 
for cards beneath to be exjMised. 

Play continues until all 4 Aces are alone on the Tableau, or until no 
other cards can be removed. 


SCORING 

At the start of each game, 32 points are deducted Irom your score. 
You earn 5 points for each card you remove Irom the Tifhtipau. 


Florentine 

The object of the game is to build up the 4 corner 
Foundation Piles by suit in ascending order. The 
Foundation Pile in the top left corner is started 
already, and all other Foundation Piles must start with the same 
rank as the top left Foundation Pile. 

The Tableau, the 4 cards which make up a “cross”, is packed in 
descending order regardless ol .suit. The I'^oundation Piles are built 
by suit in ascending order. The card.s wrap Irom Ace to King in 
the 'I ableau and Foundation Piles. 

Cards from the Stock Pile are turned over and either played on a 
Foundation or Tableau Pile, an emptv' Reserve space, or it can be 
placed in the Discard Pile. As the other Ftnjndation cards appear, 
place them in the remaining 3 corners. Once cards are placed in 
the Foundation Piles, they cannot be moved. 

The center card is the Reserve Card and cannot l>e built upon. 
However, it may be moved to either the Fniimlalion Piles or to 
another pile in the Tableau. 
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Variations 

DRAW 

This sets the numlier ol times you can go through the Stock Pile. 


SCORING 

At the start oFeach game. 52 |K>ints are deducted Irom your score. 
You earn 5 points lor each card you pul up to the Foundation Piles, 


Canfield 

M d'he object ol the game is to build up A Foundation 
HE TSCa ascending order. The first Foundation 

Pile is started already, and all other Foundation Piles 
must start with the same rank as the first Foundation Pile. Game 
variations include: starting with all Foundation cards in place and 
selecting the Foundation card from the first A cards ilealt in the 
Taldeau- Cards in the 1‘ableau are packed in descending order and 
alternating color. Cards wrap from Ace to King in the TaTiteau and 
Foundation Piles. Cards can be moved individually or as complete 
se(|uences. 
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The Reserve Pile is made up of 13 cards dealt at the start of the 
game. The top card is turned over and must be played when 
possible. When cards from the Reserve or Tableau cannot be 
used, the Stock Pile is turned over. Qinls from the Reserve and 
Stock Piles can be played on either the Tableau or the Foundation 
Piles. Once cards are placed in the Foundation Piles, 
they cannot be moved. 

Play continues until all Foundation Piles arc built up or until no 
cards can be used from the 'fableau or Stock and Reserve Piles. 

V'ariations 

FLIP 

This sets the numiHrr of cards you turn over from the Stock Pile. 
DRAW 

’I’his sets the number of limes you can go through the Sttx k Pile. 


SCORING 

At the start of each game. 52 points are deducted from your score. 
You earn 5 points for each card you put up to the Foundation Piles. 






















Scorpion 

The object of the game is to arrange all the cards in 
the Tableau into 4 columns arranged by suit and in 
descending order, King to Ace. 


The exposed cards at the bottom of a column may have cards of the 
same suit and next lowest in rank placed upon it. No card can be 
placed on top of an Ace. All cards on top of the card being inov'ed 
gel moved along with it. 


For example, if there is an exposed 7 of clubs at the IxUiom of a 
column and there is a 6 of clubs in another column, the 6 can be 
placed on lop of the 7 with all cards on top of the 6 moving with it. 

As face down cards are exposed, they're turned over automatically. 
An empl>* column can only be filled with a King or a sequence of 
cards starling with a King. 


Although the 3 Reserve cards can be dealt at anytime^ they are usu 
ally used when no other cards on the fableau can be moved. 

Flay continues until all 4 suits are completed or until no cards can 
be moved in the Tableau and the Resene has been dealt. 


SCORING 

At the start of each game, 32 points are deducted from your score. 
You earn 3 points for each card you put in order. 



- ♦ 

Poker 

The object of the game is to make up 3 Poker hands 
and to achieve the highest score possible with the 
cards provided. 


Cards arc turned over from the Stock Pile and placed in the 5 rows 
provided. Each row is a separate hand. Once a card is placed in a 
row, it cannot be moved again. 


At the end of the game, the hands are scored individually and the 
total is displayed. 


SCORING 

Each row is a Poker hand and is scored individually. The combina¬ 
tions of cards are scored a.s below: 


Royal Flush 
Straight Flush 

4 of a kind 
Full House 
Flush 
Straight 
3 of a kind 
2 pair 
1 pair 


100 


75 


50 


25 

20 

15 

10 

5 

2 


A, K, Q, J, 10 — all in the same suit 

Any 5 cards In sequence — 
all in the same suit 

4 cards of the same value 
Pair + 3 of a kind 
All 5 cards of the same suit 
Any 5 cards in sequence 
3 cards of the same value 
2 sets of pairs 

2 cards of the same value ^ 






















ournament 


To Stan a Tournament game, select the TOURNAA\ENT icon on 
the Game Selection screen. The games in Tournament arc timed so 
you only have a certain amount of'time to complete the game l)efore 
going on to the next one. If you finish a game before the time runs 
out. you can select NliW’ GAME from the Game menu. If you run 
out of time, the next game will start automatically. 

There are three kinds of Tournaments: 


□ZSESIJ 


iH IJK Ui B 




Standard 

Pla\‘ through all twelve 
solitaire games. Tn' to 
beat the clock. 


Championship 

Like the Standard Tournament, you play through all the games 
once. But each of the games has been pre-selected so that you 
alwaN's play the same games. This way you can tell how gi>od 
youVe doing —the better you get. the better your score will be. 
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Custom 

You can select the 
games you want to play 
and the order in which 
you play them. You can 
choose from 2 to 12 
games. 


To choose the Tournament you want to play, position the cursor 
over the icon, and press the B Button, and then press OK. 

To select the games for a Custom Tournament, position the cursor 
ov'er the game title in the LEFT column and press the B Button. 
The game title will then apj>ear in the column on the RIGHT. To 
remove a game title from the list, position the cursor over the name 
in the RIGHT column and press the B Button. To clear all the 
names from the list, press the Y Button. 




























edits 


Program men 


Artists: 


Music & Sound Effects: 
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Andrew Bailey 

Mark *Ma\*nard 
Steve French 
Gustaf Bjorksten 

Marshall Parker 


Producer: 


Ann Davie 


90.DAY LIMITED WARRANTY 


Extreme Entertainment Group, Inc. warrants to the original consumer 
purchaser that the Game Pak (PAK) provided with this manual will 
perform in accordance with the descriptions in this manual when used with 
the specified equipment, for a period of 90 days from the date of purchase. 

If a defect covered by this warranty occurs during this 90-day warranty 
period, Extreme Entertainment Group. Inc. will repair or replace the 
defective Game Pak at its option, free of charge. 

This Warranty does not apply if the defects have been caused by negli¬ 
gence, accident, unreasonable use. modification, tampering, or any other 
causes not related to defective materials or workmanship. 


To receive warranty service: 

1. Notify the Extreme Entertainment Group, Inc. Consumer Service 
Department at (415) 525-5000. 

2. Our Consumer Service I^epartment is in operation from 9:00 a.m. until 
6:00 p.m. (Pacific time), Monday through Friday. 

3. If Extreme Entertainment Ciroup, Inc. is unable to solve the problem by 
phone, we w^ill provide you with instructions on returning your defective 
Game Pak to us. 

4. 'l‘hc cost of returning the Game Pak to our Scrv'ice l>cpartment shall be 
paid by the purchaser. 













VVARRyVN'n" LIMITATIONS 


The provisions of ihis warranty are valid in the United Stales only. Any 
applicable implied warranties, including the warranties of mcrchaniabilit>’ 
and fitness for a particular purpose, are hereby limited to 90 days from the 
date of purchase and are subject to the conditions set lorth herein. Bxtreme 
l^ntcrtainrncnt Group. Inc. shall not l>c liable for incidental and/or conse¬ 
quential damages resulting from the breach of any express or implied war¬ 
ranties. Some states do not allow the exclusion or limitation of incidental or 
consequential damages or limitations on how long an implied warrant^' lasts, 
so the above limitations or exclusions may not apply to you. 

This warranty shall not be applicable to the extent that any provision ol this 
warranty is prohibited by any federal, state or municipal law which cannot 
be pre-empted. This warranty provides you with specific legal rights and 
you may also have other legal right.s which varv' from state lo slate. 

















